














urban	margin	constitutes	the	context	for	trying	to	live by playing,	by	recycling	the	in between	space	that	counterpoints	invisible	
military	fronts	and	so	on.
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Pustka urbanistycznych	obrzeży	ustanawia	kontekst	dla	próby	życia poprzez grę, przez	przetwarzanie	przestrzeni	pomię-
dzy,	która	stanowi	kontrapunkt	dla	niewidzialnego	frontów	wojny	itd.	







































But	 not	 all	 games	 can	be	 effective	 and/or	work	 as	 planned.	Architecture	 can	 reason	
about	what	is	prohibited	or	dangerous	by	finding	that	sometimes	the	solution	is	not	what	
we	might	imagine	at	first	sight.	For	this	reason,	these	shall	be	designed	to	ensure	a	certain	















































































the	 rural	 architecture,	 the	 castles,	 the	 construction	 for	hydroelectric	production,	 the	 small	
religious	buildings,	the	maso	diffused	in	the	territory.
The	military	 infrastructuring	is	 imagined	as	a	reinforcement	of	 the	economic	structure	
and	of	current	tourism.













5.  Shares game. In a border place of the North East Alpine region

















Walls,	floors	 and	 ceilings	 in	wood,	 are	 an	 internal	 skin	 that	 abstracts	 the	visitor	 from	








6.  Pebbles in the pond
The	surface	of	the	new	public	space,	drawn	through	an	array	of	green	dots,	multiplies	and	
reflects	the	game	of	the	suspended	rooms,	designed	through	an	essential	rule.	The	image	(the	
pebble	in	the	pond)	generates	what	is	above	(the	rooms)	and	what	lies	beneath	(the	holes).	
A	reverse	game	in	which	the	strategies	and	tactics	derived	from	military	rules,	the	orientation	
and	arrangement	of	paths,	boundaries	and	impractical	places,	reveals	and	distinguishes	in	the	
present	time	existing	and	new	margins,	in	a	dynamic	event.
The	square-parking	is	a	fascinating	playground,	a	solidified	pond	made	by	an	unexpected	
vortex	among	which	we	can	scroll	such	as	between	the	sequences	of	a	film.	A	filmic	game	
that	is	characterized	by	a	continuous	change	of	plans	from	the	game,	flowing	like	a	movie,	
upsets,	but	do	not	deny	some	breath	play,	useful	also	to	emotion.
